BLOOD MOON WEREWOLF 


Werewolves are, by design, ruthless predators that 
can shapechange between their hybrid and wolf form 
and often terrorize small villages in the rural area. 
Regular werewolves, however - despite their absurd 
strength, sharp claws and honed instincts - are 
nothing compared to the Blood Moon ones, those that 
acquired their lycanthropy during a Full Blood Moon. 
Bigger, stronger, faster, crueler. They show no 
remorse, and often appear to have way less control 
over their blood lust and need for a hunt. No matter 
who you were before, once the Blood Moon Curse 
gets you, you are a werewolf first (and a human as a 
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HOW TO USE THE BLOOD MOON 
WEREWOLF 


While regularly in D&D werewolves have full control of 
themselves in all of their forms and can shapechange 
willingly, you can choose to treat blood moon werewolves 
closely to what is seen in pop culture: they might not want 
to do what they are doing, but they simply have to. Once 
transformed, they can’t control themselves. 

You can also use as mentioned in this brief lore and 
make their lycanthropy rule over them and turn them into 
monsters even in their human form purely by bad luck of 
their curse. 

Lastly, you can also make regular werewolves turn into 


Blood Moon Werewolves on nights of Full Blood Moon, 
which is also very interesting and can turn a battle into a 
race against the clock (the party would surely prefer to 
confront the Werewolf Guild in town before the next Blood 
Moon rises in the sky). 


very distant second). 
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Wisdom (Perce 1) ct 


Blood Moon ited 2r the werewolf reduces a creature 
to 0 hit points or ou ght kills it, it regains 3d8 hit points. 
The werewolf can’t regain hit points like this if it has taken 
damage from a silvered weapon since its previous turn. 


ACTIONS 


EX =ON INT WIS CHA 
(43) 8(-1) 5(-3) 8 (-1) Multiattack (Hybrid Form Only). The werewolf makes three 


attacks: one with its bite and two with its claws. 


Bite (Wolf or Hybrid Form Only). Melee Weapon Attack: +7 to 
hit, reach 5 ft., one target. Hit: 13 (2d8 + 4) "ae ng dam 

If the target is a humanoid, it must succeed on @ 
Constitution saving throw or be cursed ie BY 
lycanthropy. 


nmagical Attacks that aren’t Silvered 
s rkvision 60 ft. 
hallenge 5 (1,800 XP) 

guages Common, (Can’t speak in wolf form) 
ficiency Bonus +3 


Claws (Wolf or Hybrid Form Only). Melee SLAM ci 47 to 
hit, reach 5 ft., one target. Hit: 9 (1d8 +4) slash go 


Howl (Hybrid Form Only) (Recharge 4-6). The werewolf lets out 
a terrifying, loud howl. Each creature within 60 feet of the 
werewolf must make a DC 13 Wisdom saving throw. 


Shapechanger. The werewolf can use its action to polymorph 
_ into a wolf-humanoid hybrid or into a wolf, or back into its 
_ true form, which is humanoid. Its statistics, other than its 
_ AC, are the same in each form. Any equipment it is \ earing failure, it takes 18 (4d8) psychic damage and becom 
or carrying isn’t transformed. It reverts to its true form if frightened of the werewolf until the end of their next 
dies. taking only half damage ona success. 


SH’A/ LIGHTSEEKERS 


Tormented spirits that can’t accept their death and 
now roam through the night in their fading glow, 
searching for humanoids in a desperate attempt of 
feeding themselves with their victims’ light to restore 
their physical bodies. 

Little do they know it serves them nothing, for the 
shine they steal is only ephemeral and will never give 
them back their life. In truth, some know, but they are 
already addicted to the brief warm feeling of vitality 
they get when doing it. 

From their relation with light and, specifically, 
moonlight, they have learned how to shape and reflect 
luminosity around them at their will, creating illusions 
they use to trick their victims or even throwing back 
attacks. 
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How TO USE THE SH’AS/ 
LIGHTSEEKERS 


Lightseekers are excellent monsters to throw at your 
players while they camp for the night in the course of one 
town to the next. You always keep an eye for bandits and 
wild animals, but you never expect to be targeted by an 
illusion to be separated from the group and have your light 
be sucked out of you. 

They can also have a deeper lore meaning if your 
campaign is centered around deities, cults and spirits, 
since they can be part of a cult of an evil moon deity that 
constantly attacks the party. 

Lastly, having cursed skeletons and ghosts haunt sacred 
locations are a must for every table to experience at least 
once, and Lightseekers fit perfectly with any kind of deity, 
devil or demon whose domain revolves around light in any 
way. 
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SH’A 


Medium Undead, Chaotic Evil 


Armor Class 13 
Hit Points 36 (8d8) 
Speed 30 ft. fly (hover) 


STR DEX CON INT. WIS CHA 
1 (-5) ie(s:3) Pp *)) 8 (-1) 6 (-2) 7 (-2) 


Damage Resistances Acid, Cold, Fire, Lightning, Thunder; 
Bludgeoning, Piercing, and Slashing from Nonmagical 

Attacks 

Damage Immunities Radiant, Poison 

Condition Immunities Charmed, Exhaustion, Grappled, 
Paralyzed, Petrified, Poisoned, Prone, Restrained, 
Unconscious 

Senses Darkvision 60 ft. 

| Challenge 4 (1,100 XP) 

Languages Common, any language from the creature it is 
reflecting 

| Proficiency Bonus +2 

——————— 


Incorporeal Movement. The Sh’a can move through other 
creatures and objects as if they were difficult terrain. It takes 
5 (1d10) force damage if it ends its turn inside an object. 


Moonlight Reflections. The Sh’a can only materialize itself with 
direct moonlight, being unable to take physical form if there 
is no such light. 


Light Seeker. Whenever the Sh’a would take radiant damage 
from an attack, it instead regains hit points equal to the 
damage dealt. 


ACTIONS 


Multiattack. The Sh’A makes two attacks: two Leech Lights or 
one Shape Light and one Leech Light. 


Shape Light. The Sh’ reflects the light around it to form an 
illusion. Choose a creature within 30 feet of the Sh’a that can 
see it. The target must succeed on a DC 13 Wisdom saving 
throw or take 12 (1d6 + 8) psychic damage, taking half as 
much on a success. On a failed save, the creature also suffers 
the effects of the illusion formed determined by the d6 as 
follows: 


« 1-3. The light is shaped in the form of one of the 
creature’s deepest fears. The creature must drop whatever 
it is holding and use its reaction to run its full speed away 
from the Sh’a. 

« 4-6. The Sh’ shapes the light to make it seem like it is 
occupying a space near the creature. The creature must 
use its reaction to run up to half its speed and make a 
melee weapon attack at the nearest creature it can see. 


Leech Light. Melee Weapon Attack: +5 to hit, reach 5 ft., one | 
target. Hit: 14 (3d8) necrotic damage. If the target is a 
humanoid, it must succeed on a DC 13 Constitution saving | 
throw or its hit point maximum is reduced by an amount 

equal to the damage taken. This reduction lasts until the 
creature finishes a long rest. The target dies if this effect 
reduces its hit point maximum to 0. 


REACTIONS 


Reflect. Whenever the Sh’a is targeted by a spell attack that 
deals damage, it can use its reaction to reflect part of the hit 
back to the attacker. The attacker must succeed on a DC 13 
Dexterity saving throw or take half of the damage dealt to the 
Sh’, taking none on a success. 
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NIGHTSPAWN 


Creepy monsters that know only one thing: to kill. 
Over the course of decades, they have shaped 
themselves and their powers based on the Moon, 
since it is the most beautiful (and only) thing they can 
see when they exit their dens in dark, deep caves. 

Not only these aberrations seek to be like the Moon, 
but they devote their whole life to killing in the name 
of the bright light in the sky - even if they were never 
asked to do it. It is a one way love relationship, and a 
hell of a disturbing one. 

There is no reasoning with Nightspawns, no 
pleading, no appealing. If you run into a Nightspawn, 
one of you will end the night dead - and it is often you. 
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HOw TO USE THE NIGHTSPAWNS 


Quite a challenge even for a high level party, defeating a Nightspawn requires that the players pay attention to the different 
abilities and resistances it has on its different forms. A good way to reward a more tactical party or to frighten a group that has 
based its fights only on “hit them hard”. An awesome way to pull out a Bilbo & Gandalf and stall the monsters until the sun 
rises. 

You can often find them in woods where they would easily find caves and holes to hide from the sun during the way and it is 
almost certain you will find them at the ruins of a temple for a Moon Deity (ruins that actually they might be the ones that 
caused). 
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WATERMAID 


A beautiful elven-like woman that glides through the 
water surrounded by mist and waves. It uses the 
moon as a power source to control the tides and 
punish those that pollute or dam bodies of water. 

You should be fine if you stay out of her way. Only 
problem is that she is the one who decides if you are 
on her way or not. 
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HOw TO USE THE WATERMAID 


You can treat her as a spirit or entity that protects all forms 
of water around it. Every river or lake in the fey wild can 
have one, and, despite fewer being in the material plane, 
there is still a good chance to find one while sailing at 
night. 

As a neutral monster, treat it as a being that can be 
persuaded or that will not even be hostile toward the 
players if they are not towards her. She could be a precious 
aid for a group trying to save a fishing village from a 
polluting factory and a true menace if your players are the 
kind that do not care much about nature. 
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GLINTING GROVE MONSTERS 


The following monsters were made thinking specifically about the Glinting Grove and its lore based on Selune and 
its sister Phebe. However, every monster in this session could easily be transported to a campaign without the 
Glinting Grove and every previous monster could also easily be thrown at the Grove as a danger to your players. 


PHEBE’S CULTISTS 


Fanatics for Phebe - Selune’s evil sister - that will do 
everything they can to make sure their deity (which 
they believe to be the true deserver of the title Moon 
Goddess) gets to rule the night sky. All they need for 
that is to make sure to find a couple of creatures with 
some ounces of blood to spare (or not). 
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HOW TO USE PHEBE’S CULTISTS 


Although cultists are more often found in temples and 
dark rituals, it is safe to say they can appear anywhere - 
especially if they are currently on a mission to strengthen 
and revive their deity. 

There are two things to remember when throwing 
cultists at your party: first, one of them is no menace, but 
they will never be alone; second, and maybe more 
important, they won’t ever flee. They are on a mission they 
believe to be greater than themselves. They will gladly die if 
it means Phebe will be able to materialize. 
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PHEBE 


Phebe was always the popular sister: prettier, smarter,more gracious than the youngest Selune. Therefore, when 
the (in her own words) ‘worst sister’ was chosen by Pelore to represent the beacon of his followers when the sun 
sets, she couldn’t simply accept it. 

After demanding (I would say begging, but this was a better word) her sister to take her in the day of Selune’s 
ascension, she was granted the blessings of a minor deity, but not without a clear protest from Pelore: up to this 
day, as they both dance in night sky, Pelore’s light only shine on Selune, leaving Phebe stuck as the unseen dark 
side of the Moon. 

Phebe’s hubris and vanity turned into desolation, which quickly grew into hate and madness. In the far side only 
darkness thrives, and Phebe is just patiently waiting for the day that her Blood Shadow can take over her sister’s 
domain. 


PHEBE’S AVATAR 


A weakened state of Phebe, without all the blood it 
needs to become the Blood Moon Goddess, but 
enough to take on a physical state. An 8 feet tall mass 
of darkness and shadow tendrils thirsty for the few 
ounces it needs to take on its full form. 


3, WIS +4, CHA 47 


«< adow Tendri 5 ea atar t 
_ see within 30 feet of it with its 
__must succeed on a DC 16 Streng 


emake t 1e saving 


grapple, or use a bonus action 
with disadvanta; , 


¢ 
LEGENDAR 


PHEBE 


The Blood Moon Goddess in its full form. An 
astonishingly beautiful woman with halfling traces, 
silky red hair and a bright red dress. For Phebe, 
anyone in her way are mere insects, and must be 
treated like so. Expect no mercy, no bargain. Friend 
or foe, stand in her way and be squashed. 
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HOw TO USE PHEBE 


In roleplaying terms, don’t forget that Phebe is vain, arrogant and truly believes she should be the one ruling the night. She 
treats every creature with disdain and only truly takes them into consideration while they have some sort of value for her, after 
which they are as good as nothing. 

For a story, a great way to incorporate Phebe is in a small campaign or arc where your players get into investigating 
mysterious disappearances somewhere. They first discover that the abductions are being made by a cult with a hideout 
somewhere, maybe they even understand that the cultists are after the victims’ blood. The final battle is in the hideout, with the 
party’s own blood being the thing that brings Phebe to life. 
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CREDITS 


Made by Don’t Attack the Shopkeeper using Homebrewery 
Art (by order of appearance): 


« Blood Moon Werewolf by frostOmourne on DeviantArt 

e SOME LEGENDS OF RUNETERRA CONCEPT by Tooth 
Wu on ArtStation 

e The painted Lady- Avtar the Last airbender fan art by 
MenoOG on DeviantArt 


If any art work has been used erroneously, contact me and 
’ll change this document 
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